






























2. LATAR BELAKANG KONSEPTUAL  
2.1 Mobile Application
2.2 Mobile App Features (Perceived Ubiquity, Perceived Personalization, dan        Perceived 
Personalization) 





2.3 Perceived Benefit (Mobile App Usefulness dan Playful Engagement) 





2.4 Post-Adoption Behavior (Mobile Apps Stickiness dan Mobile Apps WOM)





3. METODE PENELITIAN 










4. HASIL DAN PEMBAHASAN 
5. KESIMPULAN DAN SARAN
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